Problems found in developing children creativity in childrn age national country city Mataram West Nusa Tenggara. is the non-use of educational game tools provided by schools. Educational game tools that exist only to be stored in the warehouse and never applied in children's learning. Teachers are more monotonous to teach using magazines and children's books. Type of research used is experiment with Randomized Pretest-Postest Control Group Design design that is the existence of treatment group and control group. To obtain optimal development, treatment group was given treatments 5 times while control group did not get treatment. To obtain the appropriate data, the researchers collected data from the observation, documentation and instruments of creativity development of children. The subjects were 2 classes of A1 as treatment group with 10 children consisting of 4 males and 6 females, and A2 group as control group with 8 children consisting of 4 males and 4 females. The results of this study at the pre-test stage that is for the group A1 57.37% and group A2 54.37%. In the post-test stage, after treatment group received treatment, the result of A1 group was 74.25% and A2 group 56.40%. The final result of comparison of pre-test and post-test that is treatment group (A1) has increased 16,88% while control group (A2) only 2.03%. Through the utilization of educational game tool that is the image media in children's learning activities, teachers are able to increase the creativity of children aged 4-5 years. So that the utilization of educational media game tools will affect the creativity of children aged 4-5 years in in childrn age national country city Mataram West Nusa Tenggara.
INTRODUCTION
Early childhood education is an education directed to develop the whole sphere of child development, both aspects of physical, motor, cognitive, language, emotional social, religious and moral values of religion. These six aspects of development must be developed and enhanced in a balanced and sustainable manner because basically these six aspects are interconnected with each other. In addition to these six aspects of development there are also developments developed through early childhood International Journal of Emerging Issues in Early Childhood Education Vol. 2, No. 2, November 2019, pp. 61-73 62 education are 9 plural intelligence.
However, the developmental aspects between the two have the same focus to provide good stimulation of children's creativity. According to MuazarHabibi,(2015) states that creativity is an individual mental process that produces effective, imaginative, aesthetic, flexible, integration, succession, discontinuity and effective differentiation ideas in various fields for the solution of a problem. According to Chaplin, 1989 (quoted from Yeni, et al., 2012) suggests that creativity is the ability to produce new forms in art, or in machinery, or in solving problems with new methods. Further Supriadi, 1994 (quoted from Yeni, et al., 2012 suggests that creativity is the ability of a person to give birth to something new, both in the form of ideas and real work that is relatively different from what has been there. The conclusion is that creativity is one's attempt at solving a problem to produce something new that is different from the usual based on ideas, Through educational game tools that are utilized optimally, then the child's development will be achieved well.
Because the use of educative game tools capable of supporting children and bringing fun learning. Educative game tools can also make children have more imagination during the learning process.
If the child is well stimulated 6h, especially if through the example directly or the child can see it is using a tool or visual media such as media images then the child will experience improvement in accordance with his age.
RESEARCH HYPOTHESES
Based on the above discussions, the researcher can take the hypothesis as follows:
Ha: there is an effect of the use of educational media game tool on the creativity of children aged 4-5 years Ho: there is no effect of the use of educational media game tools on the creativity of children aged 4-5 years
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RESULTS DISCUSSION
In this study, subjects used as treatment / experimental class had the same characteristics as the control group.
It is apparent from nearly the same age of learners and the initial ability of students who are almost the same. Early ability of learners is obtained through pre-test results performed before treatment is given.
Subjects used the researcher is class A
where the average age of children is 4-5 years. Group A existing inthere are two classes, namely group A1 and group A2.
Group A1 serve as treatment group with the number of learners that is 10 children.
While the A2 group used as a control group and not treated with the number of The results of pre-test for the control group that is A2 with the number of students 8 students got a score below 70%. Learners with the highest score of 66.67% and the lowest score is 36.67%. The lowest score in the control group was lower than in the treatment group. This is because respondents can not focus during learning.
Respondents more often out of class and play at school.
Post-test results
After giving treatment to group A1 Value obtained is 61.67% for the lowest value, and the highest value is 83.33%. Increasing the value of children is also because during the treatment more children are given the freedom by teachers to ask or do the task in its own way.
Post-Test Test Results Without Treatment In Group A2 (Control Group)
The results of pre-test obtained by group A2 as a control group did not increase too 
